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Dev First, Shows Second 
Sensible Show Builds 
Keep It Clean and Stable 
Know When to Hold 'Em 
Bizdev is a Beast .. Tame It 
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Key Takeaways 



Discipline, Discipline, Discipline 
Schedule is a Collaborative 
Responsibility 
Embrace Structure .. 

.. It Will Set You Free 
Scope, Scope, Scope 
Be Realistic 
Surround Yourself 
Everyone Should Be Able 
to Pitch the Game 


Foster Communication 
Dev First, Shows Second 
Sensible Show Builds 
Keep It Clean and Stable 
Know When to Hold 'Em 
Bizdev is a Beast .. Tame It 
Focus 

Sleep and Stay Focused 

Push for Quality 
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Have Fun 


GALAK-Z : Flying by the Seat of Our Pants 


GDC 


* Key Takeaways 

I # # 


Be Good to Each Other 


GALAK-Z : Flying by the Seat of Our Pants 





Keep in Touch! 
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available on P54 and Steam 
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@RicoUsa123 

@17_BIT 

raj@17-bit.com 

17-BIT.com 

facebook.com/SeventeenBit 

GALAK-Z.com 

Al: cyntient.com 

Seattle Co-working space: 

indiesworkshop.com 

facebook.com/indiesworkshop 






